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wargaming

Wargaming is both art and science:

ART: narrative, aesthetics, engagement, empathy

SCIENCE: methodology, player and group psychology, 
data and models

This presentation will highlight ten sets of findings 
from social science that are relevant for wargaming 
design and implementation.
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#1: framing matters

How players engage in a game is not solely determined 
by material pay-offs.

Rather, the framing of the gameτthat is, what 
participants think the game is about, and the extent to 
which they feel engaged in that narrativeτcan have 
substantial effects on choices and behaviour.

Peter Perla and ED McGrady (2011) on the importance of 
constructed, immersive narrative on wargame design.
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(Liberman, Samuels, and Ross 2004)

Both versions were identical 
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payoffs.

Reframing the game doubled 
the rate of cooperative 

behaviours (with no other 
changes).

Framing of game had more 
effect than anticipated 

player style.


